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Abstract 
Learners should not be passive recipients of knowledge, rather they should use their abilities to participate in their own learning.  
Is it easy for the learner to be independent? How can teachers foster learners’ autonomy?  In our workshop, we discuss how 
teachers can use games to promote learner centered teaching within the framework of communicative language teaching theory.  
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1. Introduction 
 
The purpose of the workshop is to provide attendees with samples of communicative games that can be 
used in English classes. The presenters start with a short discussion about the objectives of the workshop. They then 
continue with a collection of three games as samples to be incorporated into work related to students’ learning style. 
 
2. Activities 
 
2.1. Activity one 
 
Presenters post slips of paper on walls all around the class. Each paper has a controversial statement about 
the main topic of the workshop. For example, one of the statements might say: Learning should always occur in an 
extremely serious environment. Attendees are given two minutes to move around the class, read the slips of papers, 
then pick one and go to their places. The next step is to invite some attendees to read their statements and comment 
on them. A discussion will precede this activity. The purpose of the activity is to open doors for exchanging ideas 
and opinions about the importance, advantages and disadvantages of incorporating games in our classes. 
 
2.2. Activity two 
 
The following activity is a warm up game that might add some entertainment to any class. Participants are 
asked to work in groups of five. They are given slips of paper to write their favorite word in English. Participants 
discuss their words in groups and decide on the favorite one. Two minutes later, the presenter regroups participants. 
Participants of the new group will talk about the favorite English word and explain why they chose it. Further, 
participants exchange information in a communicative environment. Presenters then discuss the purpose of this 
activity and highlight the target skills that underlie it. 
 
2.3. Activity three: Game/ Watch and Tell 
  
Students’ level: Elementary. Type of Activity: whole class, information gap. Function practices: Describing 
ongoing activities. This information gap activity allows students to practice English using essential vocabulary. It 
could be done with various numbers of students.  
Step1 
Participants are handed a large picture that contains different TV channels in addition to a description of only one 
channel. Note that the description of one of these channels is missing. The purpose of the game is to find out what is 
happening on that channel.  
Step 2  
Participants read their descriptions, and match the descriptions with the pictures. 
Step 3 
Participants move around the class asking their peers about what is happening on the other channels. So, they will 
have to find out what is happening on all channels in order to eliminate all the possibilities. 
 
2.4. Activity Four: Game/ Curious Friends  
 
This activity attempts to prove how a game can shift the focus from the teacher to students providing them 
with chances to take responsibility for exchanging and negotiating meaning. This game reflects real communication 
in a everyday conversation. This game involves students in writing some action verbs with their names on a 
worksheet. Next, students have to move around the class to ask and answer questions related to what has been 
written on the worksheet.  
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Step1 
The presenter divides participants into groups of seven. Note that the number of students in each group depends on 
the number of the students in the whole class. Each participant in each group is given a paper to write down his/her 
name and one action verb in the table. 
Step 2 
Participants pass the paper over to the person on their right. Now each participant has a new paper to write down 
his/her name, and a new verb next to the name. This continues until each participant has written his/her name on all 
the papers in the same group, in addition to seven different verbs. 
Step 3 
The presenter collects the papers of the first group and hands these over to another group. For example, group A gets 
the papers of group B, group B gets the papers of group C, and group C gets the papers of group D, and so on.  
Step 4 
Each participant is handed a paper with names of students from a different group. What is needed here is to go and 
ask the person whose name is on the paper about the verb next to that name. WH-Questions, or Yes/No questions 
can be used. Participants keep on communicating ideas and socializing. 
 
3. Reflection on Teaching 
 
Games are important because they have certain features in common with real communicative events. 
Throughout games the student receives immediate feedback from the listener on whether or not he or she was able 
to communicate ideas successfully, thus, this activity does not need any additional material, and it is easy to be used 
by the teacher. Also, in terms of the Economy Factor, this activity could be applied for different types of grammar 
lesson. Finally, teachers can measure the efficacy of a certain activity by the degree of their students’ motivation.  
 
